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GAME CONCEPTS 


“A diamond never comes out of the | 


mouth of a fish” 
Orcish Proverb 


Steampork is a tactical table top miniature war game 
deisgned for novice and experienced players.The 
game is easy to learn and play, though there is enough 
depth that it will take time and experience to master. 


The game was designed around three core premises.: 


a) You can buy and download our 3D models - We 
thinking a lot about 3d printing, and we believe in 
this idea.Thus, if you like to help the game dev, 
please buy and download our models! For this visit: 


https://www.wargamevault.com/browse/pub/11562/Voxelhouse 


b) It is important that the miniatures on the table be 
the focus of the game. In the end, miniature gaming 
should be about miniatures (and fun!) 


c) A large background - We'll develop new units, 
histories and game scenarios. But we need your 
help, sending suggestions to improve the game! 


Our idea is a “living lore”, whats is that? Our game 
community supplt us with battle reports and we 

put this reports in the game lore. (see Living lore 
section) 


I hope you like our game and have fun! Ahh, an 
important thing: this is the first module, covering 
airships combat our idea is release other modules to 
improve the game! Please support us! 


What do you need to play? 


a) Miniatures - Each miniature rpresents onde ship. 
In most of our scenarios you need. 2 or 3 minis for 
faction (4 to 6 minis for 2 players game). 


b) A table - for a simple battle a table with 90x90cm. 
A game mate is a cool idea to improve your gaming 
session. 


c) Tape ruler and markers - A simple tape ruler in 
inches and centimeters. All distances in this game are 
in inches, but you easily convert to centimenters (1 
inch = 2,5 cm). 


Some explosion/special markers are in inches too. We 
give to you paper markers and counters for playing 


“If you ask me what is the best thing in a battle, | would speak without a doubt that it is the rumbling of 


the cannons, pouring fire and death on our enemies” 


Captain Elias Tiboe - Human hero of Dead Eye Basin Battle 


d) Dices - a bunch of 6 sides dices called d6 for action 
rolls. A Scatter sice for Advanced Rules 


Basic Game Concepts 


a) Game Turn - In order to represent some unit’s 
actions, like move attack amd other aspects of warfare, 
the game is played in turns. The game turn is a strict 
rotation between players: first player-second player, 
then the first player, and so on. 


Agame turn is divided into phases, or turn sequence. 
And a game turn is ever only when both players have 
each had a turn 


b) Scale - Our airships are in 1/300 scale. 


c) 3D movement - For to simplify and make some 
game concepts easier, we have decided to work on a 
single spatial plane only. There is no height or depth 
in terms of ship positioning. 


d) Dice rolls - Our game uses only six sided dices 


(d6). A dice roll is a simple action to roll a dice to 
resolv a combat, hit, etc. 


Battle of Broken Anchor 


e) Line of Sight - To make a ranged attack, the player 
needs a line of sight with the target, in other words: 
no unit (friendly or foe) or obstacle may be blocking 
the view to the target. 


f) Moving out of the Game Map - Ifa ship chooses 
to move out of the game map, for any situation, that 
ship is now out of the game and may not return. Units 
cannot be forced off the game table involuntarily, 
only special situations like for example, scenarios 
situations. 


g) Scenarios - Scenarios are combat situations from 
which players can place their warships to fight. Each 
scenario describes a situation and rewards that are 
given to both players. In the scenario, there is also the 
map of the situation where players can position their 
units and specific victory conditions. 


h) Points - The number of elements in an fleet is 
based on a points system. Each ships costs Points (P) 
depending on its type, size, pwer, etc. This system is 
a way of constructing scenarios and thus balancing, 
which makes the game competitive and fun. However 
there may be situations where there is a disadvantage 
to one side, through a game scenario. 


_ BASIQRULES - 


STEAMPORK 


CPHL) 


4 e 


Intr oduction any airships have become famous by 
their names and achieves! There is the 

Steampork is a tactical wargame of miniatures where legendary Rotten Fish of the Captain 

each player commands a small fleets of steam airships Orc Baghar Iron Claw, who alone destroyed 6 


in fights by fame and fortune in Artrusia, the same human ships in the battle of the Isthmus of 
world where Scavengers wargame takes place. The Despair. 

game takes place where factions fights each other in a 
cold war status. In these basic rules we will work with 
two initial factions: orcs and humans. 


There ts also the famous Lion of Heaven, 
commanded by human captain Peter Ironfoot, 
who destroyed 4 Orc ships in the Battle of the 
Broken Anchor . These ships will never have their 


Airships names forgotten! 


Weapons — Amount of weapons and its location. 


These are the primary combat units. Each airship has 

a set of stats that allow you to perform various actions Armor Class (AC) -The ship’s rating shows how 

in the game. Characteristics we show below: well protected it is and how difficult it is to damage. 
Weapons with low Penetration Factor, are ineffective 

Name — Every captain is proud to baptize his war against high Armor Class. 

vessel. Choose a terrifying name for your ship! So 

you already start to instill fear into your enemies! Armor Resistance (AR) — The armor rating is a 
natural resistance against a full hit impact. Ships 

Maneuver Class (MC) - The maeouver class with high AR, do not suffer damage from some 

indicates, how maneuverable airship is. It means that weapons. 

the captain can use more order tokens to perform 

more actions in the game. Special Actions— Are unique skills from the ship. 
You need to use Steam Points for use them 

Structure Points (SP) — Represents how many times 

it can be hit and damaged before it is reduced to a Steam Points (ST) - These are points generated 

beautiful steel wreck. An airship with a lot of Structure by each unit, which allow you to perform special 

Points, indicates how strongly built is its hull. actions. 


WEAPON RANGE 


NAME: SWORDFISH 
CLASS: CRUISER (120 Points) 


AR 
AP 


DAMAGE 


Special: 


Orc Marines - All board troops have +1 in your attack 


* Roll again for a Critical Hit (see rules) 


Sample Airship Roster 


Troops (T) - number of boarding/combat troops 


Each unit has a roster sheet with its stats. 


Order Tokens 


They are tokens that allow a unit to perform move 
actions. The number of tokens played in the move 
phase is in accordance with the maneuver class of a 
ship. This means that a ship with an MC of 3 can use 
up to 3 order tokens in its order phase. 


There are the following Movement Order Tokens: 
Move Ahead, Move Reverse, Turn left, Turn Right, 
Full Speed, Slide. These tokens will be explained in 
the game phases section. 


The game 


The game is divided in turns and into the following 
phases: 


Initiative 
Orders 
Combat 
Boarding 
Aftermath 


Initiative 


The initiative indicates which player currently has the 
action on that turn. Unless specified in the scenario, 
the initiative is made as follows: At the beginning of 


each turn, each player should roll a die. The player 
who rolls highest is the first player to play this turn. 
All ties should be re-rolled. The initiative can be 
changed in following situations: 


A) Using an Steam Points to influences it 

B) Special characteristic of some airship that 
influences it, 

C) The scenario has some special initiative rule. 


Orders 


Players must select your Orders tokens according to 
their MC for each of their boats, placing them face 
down, so that your opponent can not see them. After 
the players make the movements of each. of their 
ships as follows : 


- The player who won the initiative executes the 
order of one of the ships of his fleet of his choice; 
-The opposing player chooses one of his ships and 
executes its orders; 

-The player who won the initiative chooses one of 
his boats and executes its orders; 


This is done until all boats execute their orders. 
There are six different movement orders in game, 
and each one allows an airship to perform an action, 
during your game turn. The movement orders are 


Ahead — The airship move ahead in your normal 
movement. The normal movement for any ship is 5 
inches or 5 hexes in a hex map. Use a tape measure 
to check the distance. The diagram bellow shows the 
ahead movement order: 


AHEAD ORDER 


finished position start position 


Full Engines Ahead - The airship move ahead 

3 times your normal movement. As the normal 
movement for any ship is 5 inches o in full ahead 
will be 15 inches. In this situation the ship cannot 
perform a turn maneuver or back maneuver. In the 


next turn the ship cannot perform another movement 
order and remains stopped in your final position, 
while its motors cools down, but may fire your 
weapons in the same turn as the Full Engines Ahead 
as well as on the next turn whilst the cool down. 


Big Airships: The movement ratio for Full Engines 
Ahead Order ’s two times your normal movement. 


FULL ENGINES AHEAD 


finished position start position 


| 3X AHEAD baddest des LE 


Turning — The airship turns to the right or left. In 
our game we have the maneuver compass for this. 
For each turn order, the player uses the compass to 
perform the move, as shown in the diagram below: 


Note: The player may execute as many turns as 
he wants, provided he does not exceed the ship’s 
MC 


Note 2 : If the player ran the order Full Engines 
Ahead. he cannot turn his ship this turn or in the 
next. 


TURNING 


Slide - A ship can slide sideways, right or left. You 
may use the compass to make the action. The ship 
slides 2 inches in 45°. See below the diagram for the 
execution of the movement: 


finished position 


start position 


O} 


Note: The player may execute as many slides as 
he wants, provided he does not exceed the ship's 
MC 


Note 2 : If the player ran the order Full Engines 
Ahead. he can not slide his ship this turn or in 


the next. 


Reverse - A ship can move reverse 3 inches. See 
below the diagram for the execution of the movement: 


REVERSE ORDER 


start position finished position 


| 3 inches | 


Note: The player may execute as many reverse as 
he wants, provided he does not exceed the ship's 
MC 


Note 2 : If the player ran the order Full Engines 
Ahead. he cannot reverse his ship this turn or in 
the next. 


- Captain, we lost the second aerolite sinker! Master Simon 
squeaked via intercom 

Captain A fonso “Spitfire” Soares, watched the command room 
covered with soot, blood and corpses. The “Harpoon,” a human 
cruiser, had been hit twice by an orc ship, and the last shot had 
swept the lower deck destroying two boilers of the aerolite sinkers. 
A part of the crew was dead and the boat struggled to stay in the 
air, already giving signs that could fall. Afonso knew that the battle 
had ended for him and his ship, but he needed to escape and save the 
lives of the living and wounded crewmen inside the “Harpoon”. 

~ How much time do we have yet? Screamed for the intercom 

A voice with squeaks and metallic of Simao answered 

- 3 minutes... 

Afonso looked to the side and his wounded countermaster looked 
at him. 

“WVe have to go down, otherwise it’s going to be the end,” he said 
to him in a deep, panting voice. 

Afonso went to the helm of the boat and skillfully maneuvering 
what remained of the control panel, began to descend the ship, 
slowly. If I continued at this rate, 1 would not be able to save. 
“Simon, what can you give me the engines?” Screamed for the 
intercom 

The metallic voice answered 

- Pmalready giving everything we can... 

Afonso gritted his teeth. The boat was barely responding to the 
commands, and the creaking of the metal hoof was louder and 
louder, joining the hissing of the wind. Before they could land the 
force would fail and they would fall like a stone. 

Desperately he looked down at the ground for something, and then 
he saw a large lake. An idea popped up in his head and the controls 
turned his ship there. 

The boat screamed with the effort of approaching, it seemed that it 
was going to shatter in the air. 

“Let’s take it some more,” he thought! 

Suddenly a bump and the boat headed right 

- We lost the third aerolite sinker! Simon’s desperate metallic voice 
rang through the intercom. 

The boat began to plummet, Afonso tried to maneuver with what 
was left of the ship, but it was like flying a rock. The lake was near 
and already quite visible, but there was a small distance ... 

A crazy idea come to your mind. Yelling at the communicator 
shouted 

- Stern battery, are you operational? 

A silence 

- Stern battery are you there? 

Suddenly a squeak and a small metallic voice came up ... 

- Yes, we are captain. 

- Shoot all you have! 

- Yes sir! 

Suddenly a sound of shot, the ship jumped forward driven by the 
force of the shots. 


BUM! BUM! BUM! 


The boat loosened into the air until the lake was below it! It was 
then that the “Harpoon” collapsed without further support. Asa 
bolide fell into the water, but its lines allowed it to float, like an 
old boat in the sea. Afonso looked at the surface of the water still 
revolted by his strange landing, but he had succeeded, the boat 


floated and it was not that time that the gods would take him. 


Would go back to fight another day ... 


Special Action — Special actions are specific orders 
given by the captain. Each captain has a set of 
special rules. Some special actions consts Steam 
Points. Let’s talk about the orders. 


a) Decoy - The decoy is a token that can be used 
even when the order Full Engines Ahead is used. 
This token is combined with the other order tokens 
as valid orders. 

Its only function is to deceive the opponent about 
your intent. The number of decoy tokens used cannot 
exceed the ship’s MC. 


Example: The player will execute an order from Full 
Engines ahead. As the MC of his boat is 3, he places 
two decoy tokens along with the valid order, so that 
his opponent cannot foresee a Full Engines Ahead. 


b) Heave ho — Increases AR in +1 on the current 
turn in one ship of the fleet. Steam Points Cost = 2 
per ship 


c) Powder monkey — The ranged hit roll of one 
airship’s weapon receives a bonus of +1 — Cost of 
Steam Points = 2 per ship 


d) Swindle — You can reroll a miss atack dice result. 
Steam Points Cost = 2 


e) Hoist the Mizzen! — In Ahead orders the sips 
moves 6 inches. Steam Points Cost =2 per ship 


Captains 


Every fleet has a captain, personality who commands 
and makes important decisions in a battle. In our game 
captains use special actions and have their own ability 
that characterizes them. Each fleet has a captain and 
at the beginning of the match must be assigned which 
of the boats it will be located. This will be the flagship 
and from it the orders will be given. The captain’s 
ship generates 1 extra steam point due to the captain’s 
presence on board. 


As we speak the captain has a special ability that 
can influence one of the boats or the entire fleet. If 
the captain’s ship is destroyed, the captain’s special 
ability is lost and the special actions restricted to each 
remaining arm.At the end of our book there are the 
captains’ tokens, with a bit of their history. 


ORDER TOKENS 


TURNING 


MM 


HEAVE HO 


POWDER 
MONKEY 


REVERSE 


ut: 


HOIST THE 
MIZZEN 


SWINDLE 


ge 


LORE 


Combat 


When all the units finish their orders phase, the 
combat starts. Each airship has a type of weapon 
described on its card. Weapons possess the following 
characteristics 


Name - Weapon Name 

Range - Reach in inches or hexes 

Are - Area of attack that the weapon can hit a target 
Armor Penetration (AP) - Ability to penetrate the 
armor of an opposing unit 

Damage - Ability to damage enemy unit 

Special (*) - Some weapons may have special 
features that can generate some sort of difference in 
combat. 


There are 3 types of combat: ranged, boarding and 
ramming. We talk of each one bellow. 


Ranged Combat 


Initially, the player who won the initiative attacks. 
For this, some steps must be followed: 


a) Select the target; 

b) The target unit must be within range and arc of 
fire the unit’s weapons; 

c) There can be no obstacle that interposes between 
the attacking and attacked unit (friend or foe unit); 
d)Resolve firing; 

e) Renew the targeting for the next weapon. It can be 
the same (if it survives) or another ship. 


SAMPLE SHIP WEAPONS CHART 


WEAPON RANGE 


AP DAMAGE ARC 


Thunder Cannon 16 hex / 16 pol 
Starboard Batteries 8 hex/8pol 


Special: 


Orc Marines - All board troops have +1 in your attack 


* Roll again for a Critical Hit (see rules) 


Arcs of Fire 


We will show below the fire arc diagrams of the 
weapons according to their position on a airship. 


FIRE ARCS 


Firing VVeapons 


For each weapon fired against an enemy ship you 
must make the following procedure. The player must 
roll 1d6 and check if he hits. Depending on the troop 
experience the roll to hit is as follows: 


regular troops - 3+ 
novice troops - 4+ 
elite troops — 2+ 


For gaming purpose all troops are regular. Example 
of firing : 


LINE OF SIGHT IN RANGED FIRE 


line of sight sample 
hit 


eee 


erolites are blue crystals with the strange 
property of levitating when subjected to 


A 


water steam at high temperatures. Its 


characteristics were discovered by the human 
scientist Pedro Toledo, when seeing that a piece 
of these levitated on the steam of hot water in his 
laboratory. Pedro saw the possibility of building 
flying vehicles and soon the air ships emerged. 


The orcs discovered the powers of Aerolite when 
a human airship crashed and they were able to 
gain access to the flying mechanism. In the 
beginning the orcs made hybrid ships, combining 
Aerolite engines with hot air balloons. 


Aerolite is found in the Cursed Lands and it is 
suspected that its origin has occurred through the 
portals of the Lords of Beyond. Today the air 
ships are based on designs with these crystals. 
These stones are easily found and do not lose their 
properties over the years. 


The attacking player rolls I1d6 and verifies if it is a 
hit, he has regular troops, thus hitting with 3+ on the 
score. He gets a 4, hitting the enemy unit. 


Special conditions 


a)If the enemy unit is up to 5 inches of distance (1 to 
5 hex): the attack is considered point blank, receiving 
a+] bonus; 

b) If the enemy unit at 10 or more inches (10 or more 
hex): the attack is considered a long shot, receiving a 
-1 penalty. 


“May my cannons always be loaded, 
May my sword always be sharp, 
Let my soul be thirsty 
for enemy blood, 

May my death be in charge 
of my ship, 

May our meeting be in hell!” 
Orc Navy Combat Pray 


WEAPON PENETRATION CHART 


TARGET ARMOR CLASS 


Penetration Factor 


NE — No effect 
A — Automatic 


6\3+ - Roll in a d6 a natural 6 and roll again in a d6. The roll of 3+ penetrates in the ships armour 


Penetrating the Ships Armour 


To verify if the ammunition has penetrated the armor 
of the opposing ship, the player rolls a 1d6 and consults 
the weapon penetration chart comparing the AP with 
the AC of the target. In case of successful penetration, 
he must roll the number of damage data and subtract 
from the Armor Resistance, the result is the number 
of hull points to be removed. When the result is less 
than the resistance, there was penetration, but there 
was no practical damage. 


Example I: 


An orc cruiser shoots and hits a human cruiser with 
its Starboard Batteries. It is necessary to check if 
the ammunition has penetrated the target. The orc 
cannons have an PF of 3 and the AC of the target is 3. 
It looks at the table and needs a result on a 3+ ina 
roll to penetrate. He rolls the die and scores 4, the 
target had his armor penetrated. 


Example IT 


An orc cruiser shoots and hits a human battleship 
with its Starboard Batteries. It is necessary to check 
if the ammunition has penetrated the target. The orc 
cannons have an PF of 3 and the AC of the target is 
5. It looks at the table and needs a result on a 6/3+ 
in a roll to penetrate. He rolls the first die and scores 


6, a possible penetration. Now he roll the second dice 
and gets. 2. The target armour was not penetrated, 
because he needs a score of 3+ to made it. 


Note: 1 ina dice roll allways is a miss hit(no bonus 
of distance or specialty of the crews apply) 


Example of Damage Calculation 


Human Cruiser has an AR of 8, and the damage of 
the batteries is 2d6. The orc player rolls the two dice, 
getting a 11. The damage is the difference between the 
attack and the RA, ie 11-8 = 3. So the damage to the 
human ship was 3 Structural Points. 


Example! of penetration without damage to target 


Human Cruiser has an AR of 8, and the damage of 
the batteries is 2d6. The orc player rolls the two dice, 
getting a 6. The damage is the difference between the 
attack and the RA, ie 6-8 = -2. The damage on the 
human ship was negative, that is, it did not cause any 
damage. 

Example! of penetration without damage to target 


Human Cruiser has an AR of 8, and the damage of 
the batteries is 2d6. The orc player rolls the two dice, 
getting a 8. The damage is the difference between 
the attack and the RA, ie 8-8 = 0. The damage on 
the human ship was 0, that is, it did not cause any 
damage. 


Aerial Torpedoes 


Aerial torpedoes are attack weapons used by both 
factions and with high firepower. An aerial torpedo can 
be fired when one boat has line of sight with another, 
and in the torpedoe arc of fire. The torpedoes only 
hit the target with a natural 6 in the die, because they 
are very imprecise weapons (no bonus of distance or 
experience of the crews apply). 


Upon hiting the target and in case of penetrating the 
target’s armor, the player must roll the die again to 
see if a critical hit has occurred. If a another natural 6 
is obtained, the critical hit takes place and the player 
must refer to the critical damage table. 


LINE OF SIGHT IN TORPEDOE FIRE 


aerial torpedoe arc 


Boarding 


When two ships are in the following configuration 
bellow, a boarding action can be taken. In this case the 
player who wants to do the boarding action should roll 
1d6 and get 5 or 6 to “throw the boarding hawsers”. 


BOARDING 


a 
Cy 
(on) 


If it succeeds, the boarding action is successful. For 
this the list script is performed: 


a) Apply the bonus for any special troop: 


Orc Marines - +1 
Orc Slaughters - +2 
Human Raiders - +1 


b) Compare the diference between the troops in he 
ships with the troop bonus, roll a die and check the 
results in the Boarding Result Chart If the troop of one 
of the boats is totally destroyed, the boat is considered 
eliminated from the game. 


Disengaging from a boarding action 


A ship that has been boarded can disengage, so it 
rolls a die and must take 4 + on the result, otherwise 
it remains hooked. The ship that made the boarding 
action can disengage automatically, losing 1 of your 
attack troops. 


Special Situations: 
- Ships ina boarding combat cannot use their weapons. 


- If the player shoots an enemy unit that is hooked with 
his, it will suffer the same attack from the opponent. 


The allied unit will receive a bonus of +1 on its armor 
and when performing the attack should check for 
penetration. Example: The allied unit will receive a 
bonus of +1 on its armor and when performing the 
attack should check for penetration. Example: if the 
armor of the allied boat hooked to the enemy has the 
value 3, it passes to have 4 at that moment. 


- If one of the ship explodes due to acritical hit any 
time in the period they are hooked together, it fells 
from the sky dragging down the other ship. both are 
then lost. 


There was an orc captain who was afraid to fly. His 
name was Iruktu “Fisheye”. It was said that the first 
time he boarded an airboat like a cabin boy, he was so 
paralyzed that he could barely move. It was a problem 
until he discovered that there were parachutes and 


his fear was over. But it was common to see Truktu, 

sleeping, going to the bathroom, eating, dressed in his 
parachute. It was a piece so dear to him that when he 

got married he was dressed with his parachute on his 
wedding dress. 


BOARDING RESULT CHART 


Difference between Attack and Defense 


AL - The attacker lost 1 troop 
DL — The defender lost 1 troop 
Tie — No causality 


Ramming 


The ramming is a collision maneuver between one 
airship and another. It is only considered a ramming 
after a Full Engines Ahead order and when two boats 
meet according to the diagram below: 


Minimun 8 inches 


The minimum distance to a collision is 8 inches 
from the target ship as the ramming ship needs to get 
momentum. The ship being rammed does not execute 
its maneuver orders. The damage is calculated as 
follows: 


The attacking player rolls 1d6 The result is the number 
of structure points to be lost on the rammed ship. If the 
ramming ship is considered a large ship, it receives a 
bonus of +2 on the result. The attacker should divide 
the result by 2 and round downwards. This will be the 
damage on their points of attacker’s ship structure 
points (esta frase parece indicar que a atacande esta 
levando estes pontos. revendo sdbrio e sem sono 
fiquei em duvida dessas contas). If a damaged ship 


has its points of structure reaching zero or minus in a 
collision, an explosion may occur. 


For this the player rolls 1d6, if the result is 6, the ship 
explodes and the attached ship immediately receives 
critical damage. For this you should consult the 
critical damage table. Else the destroyed ship is out 
of game table, and the attacker remains in the same 
position, and cast movements orders in the next turn, 
without any penalty. 


At the end of the collision the player who rammed 
the enemy ship checks to see if the ships are hooked. 
For this it rolls 1d6, if the results is 3+ in the roll 
they are not hooked, thus he is able to make a move 
order of backwards to disengage on the next turn, not 
executing any other movement. The attacked ship, 
if it is not destroyed, will be able to execute normal 
movement orders, according to its MC. 


LORE 


If the ships get hooked it is possible in the same turn 
to take a boarding action. To disengage the rules of 
Disengaging from a boarding action in the next turn 
can be used. 


If the ships get hooked it is possible in the same turn 
to take a boarding action. To disengage the rules of 
Disengaging from a boarding action in the next turn 
can be used. 


Critical Hit 


When a dice results a 6 (known as natural 6, to 
difference from 6 obtained with modifications) 
checking the penetration, there is a critical hit. In this 
case in addition to the damage of the weapon, the 
player who has suffered the critical hit, should roll 
2d6 and refer to the table below. When an aerial ship 
has its hull points cleared, it is considered destroyed 
and should be cleared from the board. 


Note: In results like 6/3+, the critical hit happens 
in a second dice roller with a natural 6. 


Cumulative damage 


The cumulative damage is the sum of the structure 
points losses along the game. The loss of these 
structural points, which means the cumulative damage 
taken, causes the following effects: 


a) Cumulated Damage reaches half (1/2) of the hull 
points or more (remaining half or less structural 
points) - The boat has MC and Steam Points reduced 
by 1, if the MC is reduced to 0, it is stopping in the air. 


b)Cumulated Damage reaches two thirds (2/3) of the 
hull points or more (remaining a third or less structural 
points) - The boat has its MC reduced to 0 and lost 
one more Steam point, stopping in the air. 

The ship stopped in the air, does not perform turns, or 
any other specific order. 


Aftermath 


This is the last phase of the turn, when the player can 
repair damage to their boats and perform final actions, 
and then start the next turn. In this case two possible 
actions 


Repairs - The player may spend 2 steam points to 
perform repairs on his boat. For this it should roll 1d6 


Critical Hit table 


Action Result 
Ammunition paiol hit - Roll a dice 
if the results is 6 the ships explodes, 
and hits all ships in a range of 4 
inches with a hit with PF 4 and 4d6 
of damage. Else nothing happens. 
Aerolite conversor hit - The ship 
lost | MC. If reaches 0 the Aerolite 
conversor is destroyed and ship falls 
to ground, destroying it. 

Control room hit - Roll a dice. Roll 
a dice if the results is 1 the control 
room was damaged. For the rest of 
the game, the player needs to roll a 
dice and gets 5+ to perform move, 
fire, ete 

Starboard weapon hit - Roll a dice. 
Roll a dice if the results is 6 the 
weapon is detroyed. Else lost 1 SP 
Port weapon hit - Roll a dice. Roll 
a dice if the results is 6 the weapon 
is detroyed. Else lost 1 SP 

Front wepon hit - Roll a dice. Roll 
a dice if the results is 6 the weapon 
is detroyed. Else lost 1 SP 

Stern weapon hit - Roll a dice. Roll 
a dice if the results is 6 the weapon 
is detroyed. Else lost 1 SP 

Rudder Hit - Roll a dice. Roll a 
dice. Roll a dice if the results is 6 
the ruuder is destroyed. The ship 
now moves only ahead. Cannot turn 
or slide. If the rudder hite again lost 
1 SP. 

Board Trooper Hit - Subtract 1 
Board tropper from the ship. If all 
troops are destroyed, subtract | 
ship’s structural point. 

Torpedoe Tube Hit - Roll a dice if 
the results is 6 the ships explodes, 
Else the Torpedoe Tube is jammed. 
You need to roll a dice and get 4+ to 
try to fire a torpedoe 

Steam Boiler Hit - Roll a dice if 
the results is 6 the ships explodes, 
and hits all ships in a range of 3 
inches with a hit with PF 4 and 4d6 
of damage. Else The ships lost 1 MC 


per vapor point and the result obtained is the value of 
repaired points, referring to the table below: 


Roll Repaie 


Note: equipment destroyed or damaged by critical 
hits, can’t be repaired in battle. 


Inertia - All boats, not hooked that finished their 


movements with an Ahead order, move | inch forward. 


Steam Points 


Steam points work as special bonuses for a boat. 
Steam points are used for various actions in the game. 
Let us describe each of them: 


Initiative Retake - When the player spends 2 steam 
points, he may roll his dice again to see if he gains the 
initiative that turn. 


Special Actions - For use of special orders it is 
necessary to use steam points. Remember that there 
is a table with each of the orders and their costs in 
steam points. 


Repairs - See repairs rules. 


Flagship - The flagship generates | extra steam point 
due to the captain’s presence on board. 


Recovering Steam points 


In a new game turn (before initiave phase), all ships 
recovers yours original steam points. Unused steam 
points are not added to new ones. If one ship generates 
2 steam points per turn, and does not use them in an 
earlier turn, the next turn of the game will only have 2 
points of steam, not 4 points. The same works for the 
fleet captain steam point bonus. 
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Introduction 


We are introducing in this section the advanced rules 
for our Steampork game. These rules have as main 
objective to broaden the gameplay and allow players 
new possibilities in their games. We will always 
publish new rules for you as often as possible. Let’s 
introduce each one now. 


Weather 


Weather can be one of the most important factors in a 
battle. Combat can be totally modified due to a sudden 
rain or even thick clouds. To use the weather before 
starting the game you should roll 2d6 and consult the 
table below: 


2-7 -Blue and clear sky 

8-10 cloudy skies 

11- Cloudy skies and fine rain 
12 - storm 


Each of the results causes a different situation in play. 
Let’s explain each one below: 


a) Blue and clear sky - In this case there is no modifier 
in movement or combat. The sky is perfect for a good 
combat. 


b) Cloudy sky - Impaired view. All hit rolls receive a 
+1 penalty at distances greater than 12 inches 


c) Cloudy Sky with rain - Impaired view and chilling 
effect. All hit rolls receive a +1 penalty at distances 
greater than 12 inches and the movement is decreased 
by 1 inch because the rain is chilling the aerolite 
crystals. 


d) Storm - The worst situations for aerial combat! All 
hit rolls, independent of distance, receive a +1 penalty. 
To execute orders of the type AHEAD, SLIDE, 
TURN or REVERSE must roll 1d6, if the result is 1 
or 2 it is not possible to execute them. Full engines 
ahead order cannot be executed. It is not possible to 
fire aerial torpedoes. 


We suggest that a change of weather is possible at 
each end of the turn. Before the initiative the 2d6 
is rolled again and the result on the weather table is 
consulted again. (su sugeriria a cada 5 turnos ou algo 
assim para nao mudar o tempo tao rapido durante a 
partida. fico com o sentimento de papa leguas... agora 
ta sol, agora ta uma tempestade, agora ta sol...) 


Hidden in the clouds 


Clouds are special obstacles where the boats can hide 
inside. There are two types of clouds: 


a) Natural - clouds that are already present on the 
scene and are determined at the beginning of the 
game. The ship surrounded by a cloud is harder hit. 
All hit rolls receive a -1 on their hit result. 


b) Generated - Cloud generation is a special order 
token that is added in the advanced game. This 
command causes the boat to be wrapped in a cloud of 
vapor and all hit rolls receive a -1 on their hit result. 
At the end of the turn, the player who generated the 
cloud on one of his ships should check that it has not 
dissipated. For this roll 1d6 if the result is 4+ the cloud 
continues to envelop the boat, otherwise it dissipates. 
This order costs of 2 steam points. 


Teleportation 


The discovery of the teleportation process was 
accidental, observed during the failure of a system 
based on the aerolite. One of the main wise orcs, 
Aghed “Suneye” Brag, was doing a series of tests 
to increase the performance of the aerolite-based 
supporters. At a time, when he raised the temperature 
to levels never before tried, he noticed a strange 
oscillation in the air, different from a possible thermal 
variation. Intrigued he lowered the temperature of 
his experiment and this oscillation disappeared, 
but the cristal seemed misplaced. Repeating the 
experiment, as the temperature increased, he noticed 
that this oscillation happened exactly as before, but 
he noticed that, indeed, the cristal was misplaced, 
while the oscilation was where the aerolite was. As 
this effect was never seen, Aghed conducted a serie 
of experiments, and no longer after he designed a new 
heater that would take the aerolite to a temperature 
never before achieved. Together with his team he 
prepared an open air test, in a big field and with the 
apparatus and there he put the aerolite. 


Instantly the aerolite heated to an extremely high 
temperature and the apparatus with it disappeared in 
front of everyone, appearing a few meters like magic. 
The astonishment of everyone was general and Aghed, 
along with his staff, repeated the experience several 
times. He could state that as higher is the temperature, 
greater is the distance traveled. From there Aghed 
began to formulate diverse hypotheses, being the 
most important was the existence of a dimension 
between our world and unknown spaces. He called 
this dimension the Gray Zone, a dimensional limbo 
where it was possible to travel large distances in 
moments. 


For a long time Aghed and his technicians were testing 
the possibilities, until one day they decided to go 
further: send a volunteer to the gray zone, and bring 
him back. It would be a unique experience and would 


proove the viability of creating a totally revolutionary 
way of transport. That certainly was a suicide at the 
first moment, since nobody knew the side effects 
of teleportation. The idea was then to get someone 
who would agree to do this and the solution was an 
orc, who was convicted, and would be forgiven if 
the experiment worked. His name was Bubga and he 
almost immediately agreed to submit to experience. 
Aghed built with his team a kind of capsule with a 
glass window and a seat for Bubga. It was also placed 
in the “cabin” thermal insulation so that the orc was 
not reached by the heat of the aerolita. 


On a sunny morning Bubga was led the capsule 
baptized “Stone of Fire” by the team. It was closed 
inside her and his face was looking oddly serene away 
through the window. The team heated the aerolite and 
in moments the strange oscillation appeared. on the 
next instant the capsule disappeared, appearing about 
twenty meters ahead. Everyone would run to see what 
had happened to the crewman. 


As they opened the capsule, they noticed that Bubga 
was wide-eyed, extremely nervous, but apparently no 
harm had happened. It took him some time to calm 
down and tell that he was in a totally strange place 
and there were shadows that were moving out of the 
capsule. He felt no heat, no cold or even shortness of 
breath, and remained there for a few minutes before 
returning. Everyone was astonished, for it had been 
only a few moments before he had come and gone. 
Bugba stayed on observation for a few days, being 
released soon after, with no sequel. Other experiments 
were attempted, with animals and even clocks, which 
demonstrated a time dilation between the dimensions. 
After these successful experiments, a new daring 
project was attempted. 


It was then that the first accident occurred... 
The Journey of the Black Emissary 


The first large-scale vehicle to make a teleport was the 
Black Emissary, an old ore cruiser that was adapted to 
make a teleport jump. The crew consisted of convicts, 
a total of 15, who became volunteers in exchange for 
commuting their sentences. This time the apparatus 
involved was much larger, with orc soldiers, scientists 
and some leaders accompanying the experiment. 


Everything was done in the most complete secrecy, 
with the security made by an orc army regiment with 
armored cars and elite troops. 


At the scheduled time the volunteers were brought 
and placed on the boat and everything prepared for 
the teleportation. Aghed had already developed an 
equipment that would allow the calculation of the 
distance of the jump, and it was to be tested with that 
vehicle. Everything was ready and immediately the 
jump was performed. Unlike the other times the ship 
did not come back instantly, taking about 5 desperate 
minutes. 


On returning something very wrong had happened. 
The structure seemed to be turned inside out, and 
in some parts it was totally deformed. The crew, or 
rather what was left of them, was a shapeless mass of 
flesh and bones, but the worst was yet to come. Along 
with the boat something had come together: a tentacle 
creature, remembering a giant squid, but purple. 
It was clinging to what remained of the command 
bridge. Everyone was taken by surprise and no one 
knew what to do. Aghed showed an unparalleled 
presence of spirit, commanding them to try to capture 
the creature seized there. An inferno was unleashed, 
for it was fierce and it flew in an inexplicable way. 
About 50 soldiers died, but the creature could not 
be contained and was killed. They took it to study, 
revealing that it was composed of aerolite and other 
strange substances. 


The Orcs discovered in a very complicated way 
that there were far more strange things in the Gray 
Zone than they could imagine. Nevertheless, they 
ventuired fearlessly in new experiments, pursuing 
the development of new technologies and weaponry 
by studying these creatures. With their mistakes they 
began a whole series of experiments, starting from 
prototypes like the initial capsule, until they managed 
to send a cruiser through the Gray Zone and leave 
unscathed on the other side. Yet many claim that a 
number of accidents happened before teleportation 
was considered to be anything but safe. Nevertheless, 
the orc captains only use this resource in the last 
instance, since they do not consider it reliable. 


The first use of teleportation against humans 


The first time an orc ship used teleportation against 
humans was in a skirmish of 2 orc cruisers, against 
a human aerial dreadnaught. Orc captain Taugh 
“Skinbonne” Kurgth took his captainship on a 
teleporting jumb that literally burst under the human 
boat and firing right at the aerolite levitator, knocking 
down the human boat in a moment. 


A small human cruiser that accompanied the boat 
managed to escape and took the news of the new orc 
weaponry. It was a shock to everyone, as it began to 
become common use of this feature. Sometimes it 
happened that the orcs did not come back, or simply 
appeared as a mass of twisted metal. 

The humans, after that, began at all costs to try to 
figure out how this mechanism worked and set out to 
attempt to capture an orc boat. Several attempts were 
made, but in many cases the orc officials destroyed 
the mechanism so that it would not fall into the 
hands of its opponents. But luck smiled someday for 
the humans. An orc boat made a teleport jump in an 
attack on a human position, but when it came back it 
reaches a stand still, stopping in the air without any 
apparent action. 


For almost twenty minutes it remained there, static. 
It was only when a human cruiser paired with it 
and boarded that they found the whole orc crew in 
a state of catatonia. Taking soon possession of the 
ship, it was taken in for studies and reengineering 
of the device. They could not extract anything from 
the crew, because according to information, it was 
completely crazy. Humans worked in a winding way 
to understand the functioning of the teleportation 
process, as well as the mechanism that calculated the 
jump distance and attitude. It was about 8 months of 
experiences and failures, of which they were crowned 
with the first successful teleport jump. 


However, as with the orcs, various problems occurred. 
Among them some phenomena such as the energetic 
vortex that swallowed an entire research facility before 
it finally dispersed and vanished. In addition there is 
news that other creatures have come from the Gray 
Zone clinging to the boats, but there is no evidence 
about it. The humans first used the teleportation 
against the orcs was in a battle in the Bowl of Souls, 
in a rapid skirmish. The orcs were taken by surprise, 
as they did not know that their opponents were able to 
develop the teleportation mechanism. 

One fact is that teleportation is not well regarded by 
any ship captain, but it is an asset that many use as 
a final measure at certain times. With respect to the 
Gray Zone, many experiments and studies are being 
done by both sides, but only time will reveal more and 
more its mysteries 


The Use of Teleport in the Game 


The Teleport is a feature that boats can use to make 
a jump through the fabric of space time and arise 


between opposing units. Teleportation is a collateral 
phenomenon of aeroliths and a ship can it only once 
in a match. It is a VERY risky and several problems 
happened during its development. The boat goes 
through what we call the Gray Zone of Space time, a 
dimension where the laws of the universe as we know 
do not exist. A ship can teleport to any position on 
the board, regardless of the distance from its original 
point. However, the following procedure must be 
followed: 


a)To be eligible for teleportation, a ship must stay 
still one turn. That means, a ship can only perform 
teleportation if it had no movement of any kind on the 
previous turn (ahead, turn, slide, etc); 


b) In the order’s phase of the turn when the teleportaion 
is to be made, the player must declare aloud that he 
will try the teleportation and put the marker “exit of 
the teleport” in a clear (empty) position of the table, 
which means, you cannot teleport into a position 
where is another vessel; 


c) All steam points are automatically spent. This ship 
cannot execute any other order this turn, except to 
shoot; 


d) The player must roll 2d6 and consult the 
teleportation table, seeing what happened. 


e) Solve some action coming from the teleportation 
jump. 


The ship that successfully teleported can be positioned 
the way the player wants, including changing their 
position, angle, etc. See the diagram below: 


Teleport Jump 


Original position 


"final position 


The ship jumps through the gray zone of space time and on returning it is 
transformed into an amalgam of steel, vaguely remembering its original shape. 
The unit is eliminated from the game. 


The ship makes the jump through the gray zone of space time without 

roblems and the player places in the position of their choice. However, all on- 
board systems are frozen, including guns. Any action, including combat, can 
only be performed on the next turn. 


The ship makes the jump through the gray zone of space time and explodes on 
returning. The explosion has a PF of 5 with 4d6 damage within a 6-inch radius. 


The ship makes the jump through the gray zone of pas time and the crew 


1d6 if he takes 4+, the 


needs to aon a sanity check. The player must ro : | 
not suffer any penalty. If the crew is insane see the rules of insanity. 


crew wil 


The ship makes the jump through the gray zone of space time without 
problems and the player places in the position of his choice, yet he brings 
something together. See the dimensional event table 


Rules of Insanity 


When a jump is made by the Gray Zone of space 
time, there is a possibility that the crew may become 
insane due to too much exposure to the effects of the 
gray zone. When a boat crew becomes insane, it is 
necessary that the player roll 1d6 and see the table 
below: 


The crew is in catatonic state doing no 
action this turn. The boarding troops 
are paralyzed, being equivalent to 0. 


The crew returns to their normal state 
of mind and is ready for battle. 


The crew goes into a state of frenzy, 
attacking the nearest unit on its line 


of sight, enemy or allied. At the end 
of the turn she returns to normal. The 
boarding troops are +1 increased in 
their attack total. 


The crew for the rest of the game is 
in a state of mental confusion. Roll 
1d6 on this table ignoring result 6 
throughout the initiative phase until 
the end of the game. 


Dimensional Events 


Dimensional events are events followingateleportation 
jump from which a creature or phenomenon of the 
Gray Zone is brought. The player must roll 1d6 and 
consult the table below: 


Roll Effect 


Aerolite vapor cloud 
[6 [Dimensional Grane | 


Let’s explain each one of them. 


1) Energy Vortex 


The vortex is a kind of dimensional energy swirl that 
appears after a jump. It is a circular area of about 
2 inches composed of uncontrollable energies and 
representing an opening space for the Gray Area (A 
template is available at the end of the rules). It is 
placed immediately behind the boat that made the 
teleport and is still standing this turn of the game. In 
the next phase of initiative in the next turn the player 


who jumped should roll 2d6 and consult the table 
below: 


Result 


Roll 
Energy vortex splits into two. Another 
vortex is placed on the right side of 


Z 
the original. 


| aoe The vortex is stopped. 


Roll 1 scatter dice. The vortex moves 
1d6 inches according to the position 
drawn by the same 


The vortex doubles in size 


12 The vortex dissipates and disappears 
from the game table. 


Anyone who passes through the vortex or is engulf by 
it is automatically destroyed. 


2) Aerolite vapor cloud 


The cloud of vapor of aerolite is a cloud of gases 
emanated of aerolites in high temperature, that 
concentrates in the aerolite crystals . The ship that 
brings the cloud have +2 inches in its moving orders 
as bonus. 


However, at each turn, at the ordering stage, it rolls a 
1d6, if the result is 6, the crystals cause critical damage 
to the boat automatically (see Critical Damage Table). 
The ship with a vapor cloud remains with it for the 
rest of the match or until is destroyed. 


3) Purple Fire 


The purple fire is a manifestation of which no one 
has yet been able to find a plausible explanation. It 
is a kind of Santelmo’s fire that surrounds the boat, 
increasing its AC by +1, as if it were an energetic 
force field . 


However, the crew inside the purple fire sis sisceptible 
to mental illness. Therefore, on each initiative phase, 
the ship must do a sanity test. The ship with a purple 
fire remains with it for the rest of the match or until 
is destroyed. 


4) Dimensional creature 


A dimensional creature can come from the Gray 
Zone to our world, dragged by an engine failure. 
These creatures apparently are animals with some 
intelligence, but when they leave their dimension 
they become extremely violent. 
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Dimensional Creatures cause problems to the boat 
that brought them. The player must place a creature 
marker on his boat, indicating that a creature has 
landed in. At each combat phase the creature attacks 
the ship she is grabbed at. 


Destroying the dimensional creature 


To eliminate a creature a confrontation between the 
troops and the creature is carried out in the combat 
phase. The creature would be the equivalent of a 
3 combat troop ship. If the creature has its points 
equivalent to troops, it is destroyed, in case it 
eliminates all the troops of which it is caught, it will 
remain attacking the same, until the end of the game. 


“What are the main commandments of a good 
orc captain ? 


- Fight as if it were your last battle; 

- Drink and eat as if it were your last meal; 

- Never be intimidated by any enemy; 

~ Have the cold-blooded in the worst situations; 

- Do not pity a weak enemy; 

- Remember that ina battle the good warrior is the one 


who lives to tell the story of victory; 


- That instead of shame, death is always welcome.” 


Extracted from the Orc Navy Intructional Manual 
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SHIP ROOSTERS” 


CLASS: SPLENDOR 
TYPE: CRUISER (120 points) 


WEAPON RANGE (inches) AP DAMAGE 


a a a CO 
Starboard Baers [8 | 3 | 206 | Suabourd 
Pon Baueres [8 | 3 | 206 | ron 
stemBatery [8 | > | 26 | sem 


Special: 
- Evasion : Roll a dice in a Torpedo Hit, if the results is 5 or 6, enemy torpedo miss the target. 
* Roll again for a Critical Hit (see rules) 


CLASS: LIONFISH 
TYPE: DREADNAUGHT (260 points) 


WEAPON RANGE (inches) AP DAMAGE 


stormCannon 1836 | Front 
Starboard Baucres [8 | 4 | 206] Suabourd 
ea A ee 
feria Torpedo” [10 + > 206 | sem 
Aerial Torpedoo”™ [10 | 5 | as ] From 


Special: 
- Evasion : Roll a dice in a Torpedo Hit, if the results is 5 or 6, enemy torpedo miss the target. 
* Roll again for a Critical Hit (see rules) 


23 


CLASS: SWORDFISH 
TYPE: CRUISER (120 points) 


WEAPON RANGE (inches) AP DAMAGE 


Starboard Baers [8 | 3] 206 | Surbourd 
Pon Baueres [8 | 3 26 | rn 


Special: 
Orc Marines - All board troops have +1 in your attack 
* Roll again for a Critical Hit (see rules) 
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CLASS: 
PORCUPINE 
TYPE: 
DREADNAUGHT 
(300 points) 


WEAPON RANGE (inches) AP DAMAGE 


Starboard Bareries a) [8 | 3] 206 | Sarboara | 

Ts Sc A eC 

Starboard Bateries Gown) 8 | 2] 206] Surboara | 
-—_T 


Port Batteries (von es ee 


Special: 

Orc Marines - All board troops have +1 in your attack 
- Big ship 

* Roll again for a Critical Hit (see rules) 
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Player Name Faction 


Fleet Name: 


Damage 
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Special Notes 


Damage 


QUQQOQOUOQOOOQUOOOOOUOOUOOOOUOOU 
QUQQOUHOQOOOQUOOOUOOOQOUOOOOUOOU 


Special Notes 


Damage 


QUQQOUOQOOOQUOQOOUOOOQOUOOOOUOOU 
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Special Notes 


CAPTAIN NAME Faction 


Gork “Grey Eye” Tug Orc War Navy 


Special Ability: Receives +1 in hit Rolls in flagship 


CAPTAIN NAME Faction 


Thaug “Storm Feet” Gork Orc War Navy 
Special Ability: Receives +1 in MC in flagship 


CAPTAIN NAME Faction 


Urgan “Boiling” Xagu Orc War Navy 
Special Ability: Receives +1 Steam Points 


CAPTAIN NAME Faction 


Grung “Sharp Axe” Vothug Ore War Navy 


Special Ability: Receives +1 boarding troops in flagship 


CAPTAIN NAME Faction 


John “Ironback” Thomas Human Imperial Navy 
Special Ability: Receives +1 in AR in flagship 


CAPTAIN NAME Faction 


Gaspar “SemPavor” Souza Human Imperial Navy 


Special Ability: All Orders costs -1 Steam Point 


CAPTAIN NAME Faction 


Harold “Clean Skies” Jones Human Imperial Navy 
Special Ability: No penalties in long range (10 inches or more) hit rolls 


CAPTAIN NAME Faction 


Francis “Ashbringer” Coleman Human Imperial Navy 


Special Ability: Torpedores hits in 5 or 6 in a hit roll 


